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 Abstract—Hydroponics is one of the effective farming 
methods to apply in big cities because it does not require 
extensive agricultural land. In addition, hydroponic products 
are cleaner, higher quality and free from pesticides. However, 
the development of hydroponic products in Indonesia is 
relatively slow. One of the factors causing the slow 
development of hydroponic agribusiness is that online sales 
media for hydroponic products are still limited, especially 
android-based e-marketplace application. Hydrolite is present 
as an e-marketplace that specifically sells vegetables grown 
using the hydroponic method, and sells all the equipment 
needed to farm hydroponically. Hydrolite is a prototype e-
marketplace application designed using the Marvelapp 
platform. Further, Marvelapp is one of the best prototyping 
tools to support application development on mobile devices. 
Keywords— Prototype, Agribusiness, Android E-Marketplace, 
Hydroponic 
I. INTRODUCTION 
 Indonesia is an agrarian country, where most of its 
residents are farmers. In contrast, as the population grows, 
the area of paddy fields or gardens in big cities begin to 
decrease. One way to overcome this problem is by farming 
using the hydroponic method. Based on research, 
hydroponic is suitable to be applied in big cities because it 
does not require extensive agricultural land, and can use 
planting media other than land, especially water or other 
media such as pumice, gravel, sand, coconut fiber, pieces of 
wood, or foam [1]. 
 Hydroponic products are cleaner, higher quality and free 
from pesticides [2]. The selling price of hydroponic products 
is also higher than non-hydroponic products [1]. An 
increasing number of farmers have begun using 
hydroponics. Despite this, the uncertainty about marketing 
for hydroponic products are high. Besides that, the slow 
development of hydroponic agribusiness is that online sales 
media for hydroponic products are still limited especially 
android-based e-marketplace application [3]. So that, an 
android-based e-marketplace platform for hydroponic 
products are needed to solve this problem. 
 Hydrolite is present as an e-marketplace that specifically 
sells vegetables grown using the hydroponic method, and 
sells all the equipment needed to farm hydroponically. 
Hydrolite will also educate everything about hydroponics 
and help increase public awareness in consuming fresh 
vegetables and also farming even though the available land 
is limited. In addition, Hydrolite can also help in improving 
the economy of the agricultural sector in Indonesia. 
Furthermore, as a hydroponics e-marketplace application, 
Hydrolite can drive the agricultural sector in big cities in 
Indonesia and is able to develop Indonesian agricultural 
competencies to face global competition. In the 
implementation, this application focuses on hydroponic 
vegetables and equipment to farm hydroponically.  
 Prototype design of this android based application was 
conducted using Marvelapp tools. Marvelapp is one of the 
best prototyping tools to support application development on 
mobile devices. Marvelapp features during the prototyping 
process are more communicative and flexible [4]. 
II. MATERIAL AND METHODS 
 Hydrolite android-based application is designed in the 
form of a prototype because the process of developing and 
designing a prototype is quite fast (Rapid Application 
Design / RAD) through simplification and acceleration of 
system design [5]. 
 
Fig. 1. Prototype Methods 
A. Prototype Making Cycle 
 The prototype manufacturing cycle includes the 
identification of the end-user business needs, the 
development of a business system prototype, and the 
revision of the prototype to be better meet the needs of the 
end-user so that it can be implemented in the form of a 
system that is ready to operate. The identification of the 
business needs of end-users is done through an analysis of 
system requirements with the aim of identifying problems 
and specific system requirements, especially specifications 
relating to system implementation [6]. 
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 The development of a business system prototype is 
carried out through a system design that aims to ensure the 
system meets the manufacturing goals with the desired 
functional specifications in the form of interface designs, 
database structures and so on. The prototype has been 
designed and tested, implemented, evaluated and modified 
to be accepted by the user. System testing aims to find errors 
that occur in the system and make system revisions. This 
stage is important to ensure that the system is error free [7]. 
The performance test is also tested using questionnaire to 
obtain approval rate how is the performance of Hydrolite 
application. 
B. Maintenance Cycle 
 The prototype maintenance cycle includes the use of a 
ready system (implementation). The system that has been 
implemented continues to be studied by comparing the 
system with the previous system (evaluation). System 
evaluation is carried out both technically and operationally 
as well as user interaction, systems and information 
technology. This prototype revision was done to better meet 
the needs of the end user [8]. 
III. RESULT AND DISCUSSION 
 The minimum specifications of smartphone to run 
Hydrolite properly and smoothly are as follows: 
• OS: Android OS, v.4.1.1 (Jelly Bean) 
• RAM: 2 GB 
• Processor: Quad-core 1.6 GHz Cortex-A9 
• Camera: 8 MP 
• Space Storage: 15.7 MB 
• Screen Resolution: 720x1280-2560x1600 
A. Design Prototype for Merchants 
Login Pages 
This user interface is the first page that will appear after 
merchants open Hydrolyte application (Figure 2(a)). In this 
login page, merchants will ask to enter username and 
password that has been registered before. When the 
username and password are match, users will be given 
access to the next page.  
 
Main Pages 
This user interface is the main page. In the main page, 
merchants can view all of the activities in their online stores. 
Merchants acan view ratings, stock updates, transactions, 
and education menu of Hydrolite application (Figure 2(b)).  
 
Add Product Pages 
This user interface are provided to add several items in their 
online store such as adding new items, stock to previous 
items or editing product descriptions (Figure 3(a)).  
 
Transaction Pages 
This user interface is the transaction page. Merchants can 
see all transactions that are made by the customers toward 
the shop. The information is including customer’s name, 
reference number, order status, how many orders and 
customer’s order (Figure 3(b)).  
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      Fig. 2 (a) Merchant Login Pages, (b) Merchant Main Pages 
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Fig. 3 (a) Merchant Add Product Pages, (b) Merchant Transaction Pages 
 
Education Pages 
This user interface is the education page. On the education 
page menu, merchants can find all information or news 
related to packaging, online marketing and standardization 




Fig. 4. Merchant Education Pages 
 
 
B. Design Prototype for Customers 
Home Page 
This page is the home menu for the customers. The 
customers can see all the features that are provided by 
Hydrolite application (Figure 5(a)). 
 
Order History Pages 
On this menu, customers can view the history of previous 
orders so that the customers can be able to re-order products 
at the same store (Figure 5(b)). 
 
Wishlist Pages 
On this menu, customers are able to enter all items they like 
and can be stored directly on this menu (Figure 6(a)). 
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Fig. 5. (a) Customer Home Page, and (b) Customer My Shopping - Order 
History Page 
      
          (a)       (b) 
 




On the promotion menu, customers can see what items are 
being promoted, so that the customers are able to choose 
attractive promos on Hydrolite application (Figure 6(b)) 
 
Vegetable Product Pages 
On this menu, customers can immediately choose the 
vegetable categories, so that customers are easier to get the 
best vegetables (Figure 7 (a)).  
 
Hydroponics Tools Product Pages 
On this menu, customers are able to look for garden tools, 
especially hydroponic gardening tools (Figure 7(b)). 
 
 
        
          (a)       (b) 
 
Fig. 7. (a) Customer Vegetable Product Pages, and (b) Customer 
Hydroponics Tools Product Pages 
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Payment Methods Pages 
On this payment menu, customers are able to choose the 
available payment methods that are cooperated with 




Fig. 8. Customer Payment Methods Pages 
 
 The performance test is applied to 11 respondents to 
obtain approval rate how is the performance of Hydrolite 
application. Respondents consisted of 6 males and 5 females 
aged between 20-50 years. The results of the questionnaire 
showed that Hydrolite application is considered excellent by 
the majority (54%) of respondents (Figure 9).  
 
Fig. 9. The Performance of Hydrolite Application 
IV. CONCLUSION 
Based on research that has been done by designing Hydrolite 
prototype, the prototype has successfully designed using 
Marvel Applications and suitable for market needs. A survey 
has found that the performance of Hydrolite application is 
excellent and acceptable.  
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